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The effectiveness of three dimensional of virtual reality in 
developing some skills of dealing with Gimp program  
Abstract:  

The current research aimed to identify the 
effectiveness of the use of 3D virtual reality technology in 
developing some skills of dealing with the GIMP program 
among the first year preparatory school students. The 
research tools an achievements test for the cognitive aspect 
of skills and a note card for performance aspect of skills had 
been applied on (52) Male and female students were divided 
into two equal groups, one of them is a controlled group (26) 
male and female and an experimental group (26) male and 
female. The results of the research showed that there were 
statistically significant differences at level (0.01) between 
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the average ranks of the students of the controlled and 
experimental groups in the achievement test for the 
cognitive aspect  for  some skills of dealing with the GIMP 
program as a whole and in its sub-skills, each separately in 
favor of the experimental group, There are statistically 
significant differences at the level of significance (0.01) 
between the average ranks of the achievement test for the 
cognitive aspect of some skills of dealing with the GIMP 
program for the experimental group pre and post, And there 
are statistically significant differences at the level of 
significance (0.01) between the average ranks of the 
students of the two groups in the observation card 
(evaluation) of the performance aspects of  the skills of 
some skills of dealing with the GIMP program afterwards, 
There are differences between it is statistically significant at 
the level of significance (0.01) between the scores of the 
observation card of the performance side of some skills of 
dealing with the GIMP program for the experimental group 
pre and post which indicates the presence of a strong impact 
in practice, and in light of this a set of recommendations and 
suggestions were presented. 
Keywords: 3D virtual reality technology, GIMP skills, 
Digital photos. 
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